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PLAT HUH PAINT AND PHTSKS 


Colour-Coded Is 3 platform puzzler. Guide your characters 
past obstacles by using colour on the environment. Paint, and 
erase. :D A game for 'Dare to be Digital' 


FEATURING MUSIC FROM: 

SERJALLAB STUDIOS 




User generated content. 

Every UGC game needs 


CLICK TO DOWNLOAD 
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Maybe I can make 
games? 


So I switched my focus to the games industry. 
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Graduated 
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2 years, 
2 days. 


Graduate to Director 

Youngest director at Ubisoft, aged 25. 
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Mandate. 

Define the ‘visual signature’ of a AAA game. 
Art Director: How long do you need? 

Me: Give me... 2 weeks. 
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If you can design one 
thing, you can design 
anything. 
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GDC f 

Graphic Design, 
typically Ul. 

• Ul Artists summarize the look and feel’. Every game. Every day. 

• ... and it’s extremely important. And underappreciated. 


First impression (Menu) 
Ongoing experience (HUD/UI) 
It is the glue of your game. 
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I use colours, letters and 
pictures to help people 
understand things. 


Graphic Design. 
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YAN TRADING FOOD COURT 


'frlHS 

HO SUYIN LIQUOR AND SNACKS 


DOUBLOON CHINATOWN ARCADE 
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CELL NANDTECH 
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Stratford 

Mllarkes 


LONG’S MAGAZINES INC. 
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D.E.T, Communications and Electronics 
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WALLANDER RHEINHARDT 


LAW OFFICES 

THE PRACTICE OF EXCELLENCE 


© YUAN LE CORP 


SNACK COURT 
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A & W JEWELRY High Quality Jewels 
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CELL /INDUSTRIES 


CELL POWER 


Mange year life. Change you rheme 


i PURE ENERGY FOR EVERYONE 


Change your life. 


Change your home. 


CELL /INDUSTRIES 


Sustainable futures. Our future is your future. Brought to you by: 

CELL INDUSTRIES 

PAO FOR OV CRVNCT SVSTCMS 


? CELL POWER 

i PURE ENERGY FOR EVERYONE 


CELL /INDUSTRIES 


r CELL POWER 

i PURE ENERGY FOR EVERYONE 


Change your life. 


Change your home. 


Change your life. 


Change your home. 
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Interpret 


Translate 
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Graphic Design 
is key. 

So much more than just ‘Ul’ 

Graphic design is not harnessed enough. 


Design-Thinking. 
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Design 

Thinking. 
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Design-thinking is key to 
creating the 
look and feel’. 




8SP 

orcfejs 






GAME DEVELOPERS CONFERENCE March 14-18, 2016 • Expo: March 16-18, 2016 #GDC16 


GDC f 




Order. 

Metronome is the embodiment of monotony. 
The colors reinforce this. 
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Chaos. 


As the music peaks, we have a contrast not only in visuals 
but with audio too. 





Order. 

Common type. 

Helvetica. 
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Handwritten script 
Scratched 
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Contrast in messaging 
Contrast in typography 
Contrast in colour 
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Creative Process 


1 




Core Pillars Exploration 

Message Research & References 

Words to Design as Art 

design by 


Design 

Graphic Design 

Typography 

Iconography 

Color 

Symbolism 
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ART DIRECTION PILLAR: 


TRADITION MEETS TOMORROW 


- Jean-Alexis Doyon, Art Director, Far Cry 4 
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MAP 


SKILLS CRAFTING PROGRESS COLLECTIONS ONLINE 
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Design 

Thinking. 

Some examples for those who aren’t graphic designers. 


Or even artists. 
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Typography 

Typography is the voice of your game, inside and out. 
It is the vehicle for your message. 


When was the last time you looked at typography? 
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2001: A SPACE ODYSSEY 
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HERE MEN FROM THE PLANET EARTH 
FIRST SET FOOT UPON THE MOON 
JULY 1969, A. D. 

WE CAME IN PEACE FOR ALL MANKIND 


MICHAEL COLLINS EDWIN E. ALDRIN, JR 

ASTRONAUT ASTRONAUT 

RICHARD NIXON 

PRESIDENT, UNITED STATES OF AMERICA 



NEIL A ARMSTRONG 
ASTRONAUT 
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MANKIND WAS BORN ON EARTH, IT WAS NEVER MEANT TO DIE HERE. 
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Iconography 

Strong iconography can create brand loyalty. 
It’s easy to attach to icons. 
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Makes things look great. 


Design 


Adds meaning. 

Allows you to simplify & amplify. 



Visual ingredients make 
your designs scalable. 




Derek Watts - “The shape that unified Mass Effect’s Look’ 
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Eagles play an important role to the Assassin Brotherhood, in that many of the 
Order's outfits and weapons bear resemblance to eagles, and the birds swarm 
around View Points which the Assassins use to navigate their surroundings and 
perform Leaps of Faith from. In this regard, the Assassins dubbed the sixth sense 
that belonged to some of their members as "Eagle Vision". 


The names Aquilus, Ezio, Haytham, Arno, Arbaaz and Orelov are also 
associated with eagles. 






TRAJAN PRO TlflJAIdlK) REGULAR 

ABCDEFGH IJ KLMNOPQRSTUVWXYZ 
AB C D E FG H I J KLMN O PQRSTUVWXYZ 
1234567890 


ABCDEFGHIJKLMNOPQRSTUVWXYZ 

ABCDEFGHIJKLMNOPQRSTUVWXYZ 

1234567890 


ABSTERGO SANS UTE 


ABCDEFGHIJKLMNOPQRSTUVWXYZ 
a bed ef g hij kl m no pq rstu vwxy z 
1234567890 

ABSTERGO SANS REGULAR 

ABCDEFGHIJKLMNOPQRSTUVWXYZ 

abcdefghijklmnopqrstuvwxyz 

1234567890 
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